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Geoffrey Rollins
Game Designer
Personal Information

Date of Birth: October 29, 1979.
Location: Montreal, Quebec, Canada

Languages spoken and written: English and French
Citizenship: Canadian

Telephone: 514-656-7284
Email: geoffrollins@email.com 

Cell: 514-756-3631    
Personal Portfolio: http://www.angelfire.com/droid/black_d1/Portfolio/Portfolio.html
	About Myself

   I started out in the video game industry as a writer and a game designer in 2004. After a stint as a QA coordinator, I took a Master’s degree in Video Game Design and joined NDi Media as a Game Designer. Soon afterward, I became their Lead Game Designer on many of their most important projects. I have had experience with creating games of many different scales and for many different audiences. I am able to maintain a central vision through a game project in order to create games that are perfect for clients and players alike. 
Published Titles

	
	September 2009 - January 2010
Addicting Games
NDI Media
http://www.addictinggames.com/mixmaster.html
http://www.addictinggames.com/mixmasterbeats.html
Mix Master was a concept wherein players would be able to create their own music mixes and always sound good, even with no musical talent. The core idea was to commission a series of musical ‘loops’ for four unique instruments. The loops were composed in such a way that no matter which combination you picked, they would always sound good within the song. On top of these loops, players can add sound effects, alter volume, and alter the loops in various ways. Songs can be recorded and sent to friends.
August 2009
NDI Media
NDI Media

http://www.minimops.com/
Minimops was a concept developed for very small children. The concept was to create a site with quick mini-games and activities that did not require any instructions, nor controls other that the mouse. 
November 2008 - July 2009
Nickelodeon
NDi Media

http://www.nick.com/games/hans-hans-leaving-lokis-lockup.html
Leaving Loki’s Lockup was a large-scale project done in partnership with Nickelodeon, a leading television producer for kids. As Lead designer on this project, I was responsible for the game concept, the character powers, the game’s story and many elements of polish. This was a long project, often interrupted by other projects, but I always made sure the team was up to date on every development, even if they were not currently working on the game. The game has been played over 630,000 times on Nick.com, and was in their top 20 most popular games for 3 weeks, beating out many show-branded Nickelodeon games.
January 2009 - May 2009
Earth Rangers
NDi Media

http://www.earthrangers.com/games/

· 
Erosion Fighter: Jump from space to space, saving the hillside from erosion.

· Pouncer’s Gadget: A Puzzle Bobble knock-off, except upside down.

· Carbon Capers: A board game where players play through an environmentally conscious school year.

· Gone Fishin’: A fun little fishing game where catching undersized fish can deplete the stock.

· Sonar Tempest: An underwater take on the popular “guide an airplane between obstacles” game type

· Filthy Flyways: A “Simon Says” type game with gesture recognition.
· Eco Invaders: A mix between Tower Defense and Smash TV, a fun action title.
The second phase of a two-part contract with Earth Rangers, focused on creating short game-play experiences that have an environmental message. I was Lead Designer on every game throughout this phase. For a description of the Earth Rangers company, please see the second ER entry below.  

November 2008 - January 2009
American Greetings
NDi Media
http://www.agkidzone.com/games.action
· Sushi Pack: Save our City: A strategy game where picking the right hero for each fight is all-important.
· Strawberry Shortcake: Mind your Manners and Pastrypalooza: Simple social games for young girls.

· Madballs: Sumo Smash and Putrid Pileup: Simple action games for young boys.

American Greetings is a large greeting card company that owns several young children’s properties popular in the 1980s. Currently, they are attempting to revamp several of these properties while also launching some new ones. I pitched several dozen game concepts at American Greetings, and the games linked above are the ideas that were actually produced. 
September 2008

Earth Rangers


NDi Media

http://www.earthrangers.com/games/
· Tricky Tides: An action puzzle game where players sort trash to prevent pollution.

· Compost Crunch: Eat compost and clear out the opposing bugs to progress trough the levels.
· Soar for your Supper: Fly through the rings to earn enough time to get to Shriek’s hungry young.

· Leafy Celebration: Perform actions in the proper sequence to grow as much food as possible.

· Sneaking Dora: Save furry creatures from cages by sneaking through a prison.
· Nokapaka: Maintain balance and perform tricks to stay ahead of the wave.
Earth Rangers is an outfit that fosters environmental awareness in school-aged children. I was tasked with taking some of their ‘animal ambassadors’ (real-life animals that they show off around the U.S.) and creating games that promote environmental awareness while also being fun. With a limited budget, I lead the design team in creating games which are based on classic archetypes, but with an environmental twist. I succeeded in designing games which are both fun and ‘on-message’.
September 2008
Wumpa’s World
NDi Media

http://www.ndimedia.com/wumpa3/#
· Once a Fish: A shape and color recognition game for young children with 3 levels of difficulty

· Sky Music: A musical toy which allows players to use the artic sky like a harp.

· Make a Flake: A toy for designing paper snowflakes (which can be printed out).

· Inukshuk: A game in which players must learn simple physics in order to build stone block statues.

Wumpa’s World is an NDi property which is slated to appear on the upcoming PBS Kid’s Play service. I was the Lead Game Designer on all the games for this property. PBS, the publisher of the games, had strict educational requirements, while NDi wanted to show off the characters and environment of Wumpa’s World in the best way possible. I have designed games which satisfy both requirements, and are fun as well. 

August 2008                                 Mama Mirabelle on PBS Kid’s Play
                               NDi Media

http://www.pbskidsplay.org/ (US access only)

See above for property description. This project is much more complex than the original Mama Mirabelle project, because each game must have learning goals, passing marks, and integrate with a central application created by another company. I have been responsible not only for game design, but for ensuring that each game meets PBS’s stringent learning objectives.  

May 2007  
Scholastic Games
NDi Media
· Treasure Hunters: A simple treasure-hunting game with a book and website tie-in.

· Ultimate Space: Gather resources and complete missions to earn money for space station upgrades.
· Friend2Friend: An online scrapbook application (discontinued).
Scholastic has been expanding from the world of traditional books to more multimedia efforts. Treasure Hunters is a new book series by Scholastic, one which will be closely integrated with online content. I have been the lead designer of the game which corresponds with the events of the first book in the series, as well as the website which will house all of the Treasure Hunters online content. Despite several setbacks and budget cuts, I have designed a game whose core game-play is true to my original design and the content of the book. I was also a designer (but not lead) on the Ultimate Space and Friend2Friend projects.
October 2007
Mama Mirabelle website and games
NDi Media
http://pbskids.org/mamamirabelle/
Mama Mirabelle is a children’s cartoon owned by National Geographic. I was the lead game designer in charge of creating the games for the Mama Mirabelle official website, hosted by PBS Kids. NDi was responsible both to National Geographic and PBS for this project, so part of my job was to design games which would meet the sometimes conflicting criteria of both companies. The end result is an immersive virtual world that children can explore, finding videos, eye candy and games. The suite of four games is the core of the game world, and I took a lead role in designing all four. 
January 2007
La Nuée des Diables
Campus Ubisoft
http://ndd.moltdar.com/flash.html
La Nuée des Diables is a full game mod for Half Life 2. It was a group project in which every section of Campus Ubisoft took part. The game is fully playable, but is only available in French. I was responsible character design in the game, including the hero, the enemies and the non-player characters (NPCs). 
October 2005           

Cubid
OTHGAMES

http://www.hexagram.org/spip.php?page=project_file&lang=fr&sid=2&id_rubrique=3&id_article=75
Cubid is an interactive art project created for Hexagram and Concordia University. It was an early example of a technology similar to the Nintendo Wii: the audience had a laser pointer, a squishy ball and a ‘wand’ all of which could be used to interact with moving cubes projected on a wall. In an appropriately shaped room, the cubes could be projected on all four walls, completely surrounding the audience. I had a hand in this project’s design and in client interaction. 


	Experience

	
	May 2010-Nov. 2010
LVL Studios
Montreal, QC

Game Designer

· Game Designer on an upcoming health-related games project

· Content writer and editor for same

· Quality assurance and testing oversight on same

May 2007-Jan. 2010 
NDi Media 
Montreal, QC
Lead Game Designer

· Lead Game Designer on several published projects (see above)
· Game Designer on Scholastic and American Greetings projects.
· Designer and scriptwriter on two upcoming non-game projects.
· Lead Game Designer on all properties owned by NDi.
· Lead Game Designer on NDi projects for National Geographic and Warner Brothers.

July 2006-Sept. 2006 
Babel Games Services Inc. 
Montreal, QC
Quality Assurance Coordinator 

· Responsible for multiple QA projects (have administered 4 at once).

· Responsible for designating the QA leads for my projects, and for the quality of their work.

· Responsible for carrying out the instructions of clients related to my projects, and for communicating any difficulties or suggestions to them.

· Responsible for creating test-plans, checklists, etc. for use by my testers.



	
	Jan. 2006-July 2006 
Babel Games Services Inc. 
Montreal, QC
QA Lead

· Responsible for coordinating test plans, and fulfilling a daily quota of found/regressed bugs.

· Responsible for a shifting team of 12-15 testers, responsible for familiarizing new testers with the project and vetting bugs.
· Responsible for daily reports to the developer, and communication between the QAC and testing staff.

	
	Nov. 2005-Jan. 2006 
Babel Games Services Inc. 
Montreal, QC
Functionality Tester
· Experience with Test Track Pro, Bugzilla and Excel methods of game testing.

· Experience with Microsoft, Sony and Nintendo TRC requirements and Standards testing.

· Extensive experience testing cell phone games, including Java and Brew standards checks.
· Experience with the time, effort and cost involved in creating a market-ready game. 

	
	2005 
OTHGAMES 
Montreal, QC
Lead Writer

· Devised the concept, history and physics of the “universe” in which Shards of Order takes place.
· Wrote plot, dialogue, and scripted events for actual game levels. Created fully annotated descriptions and directions for cinematic sequences, two of which were converted to storyboards and included with the game pitch documents.

· Worked closely with the art team to turn character or race concepts into visual concepts and game sprites. 

· Have experience documenting progress, graphing plot diversions and following modern “documentation trail” methods of work.



	
	2004-2005 
OTHGAMES 
Montreal, QC
Game Development Team
· Helped devise three disparate game concepts, two of which were pitched and one (Shard of Order) which was developed to the “working alpha” stage.
· Worked on the conceptual state machine for Shards of Order in cooperation with the software development team.
· Was the primary creator of the story concept for the Trafalgar and Shards of Order game projects.
· Contributed to the Hexagram project, a piece of interactive art produced by a group at Concordia University.



	Education

	
	2006-2007 
Univérsité de Montréal 
Montreal, QC
· D.E.S.S. en Design de Jeux (equivalent: Master’s in Video Game Design)

1999-2004 
McGill University 
Montreal, QC
· B.A. Majors: English and Political Science.

1997-1999 
St. Andrew’s Junior College 
Singapore
· Cambridge “A” Levels in English, French and Economics

	Other Skills


· Experience with scripting XML and C++ based languages, such as Torque.

· Some experience with 3DMax and similar 3D software.
· Have performed market research and feasibility studies for NDi Media.

· Have performed a great deal of research on digital distribution networks and the shift in the Video Game marketplace that these networks create. 
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